This chapter is based on a series of discussions which were planned and carried out within the scope of the Integrated Three-Dimensional TelevisionCapture, Transmission, and Display project, which is a Network of Excellence The scope of the discussions encompassed consumer expectations and behavior, including current perceptions of three-dimensional television (3DTV), its potential for novelty and mass consumption, and other consumer and nonconsumer applications and markets for the technology. Other areas discussed included the social dimensions of 3DTV in both consumer and non-consumer spheres, and how it compares with other high-impact technologies. Gender related issues were also discussed to some degree.
In this case, we hope that this chapter will serve as an insider record of the ruminations of the developers of a technology about its implications, during an intermediate stage of its development. It will certainly be interesting to consider these in retrospect ten or twenty years from now.
Part I: Introduction

Introduction
It would certainly be a mistake to look upon three-dimensional television (3DTV) as solely the latest in the line of media technologies from radio to black-and-white television to color television, although therein may lie its greatest economic potential. Complicated chains and networks of causality underly the interaction between many technologies and society. It is important to distinguish between the impacts of social and technological entities, although they are intimately related. Television as a social institution has been thoroughly discussed, generally with a negative tone. Totally different however is the legacy of television in the sense of broadcasting technology, or in the sense of the cathode ray tube (CRT), the central technology in conventional television. This technology has been perfected for consumer television units, but today finds many applications, most notably in computer display terminals. Indeed, it can be argued that the CRT has had a greater impact in computing than in television. (Ironically, the liquid crystal display (LCD) found a place in computing first, and then later in television sets.) Lastly, it is important to make a distinction between 3D displays and 3D television (3DTV). Here we use the term 3D display to refer to imaging devices which create 3D visual output. 3DTV refers to the whole chain of 3D image acquisition, encoding, transport/broadcasting, reception, as well as display.
We must also be cautious when referring to the impact of a technology on society, as it implies that there is only one-way causation; technology may have an impact on society but society also has an effect on technology. Such considerations complicate any prediction regarding the impact of 3DTV. However it seems very likely that it will have an important impact. Home video, cable, broadcast, and games are potentially highly rewarding areas for earlyentrance companies, since it may take a while before the technology can be emulated by others. Widespread public acceptance of this technology is very difficult to predict and will depend largely on the quality attained. If only mediocre quality is feasible, market penetration may be shallow and short lived, relying more on novelty aspects which are known to wear off quickly. People may prefer a high-quality two-dimensional image to a medium quality three-dimensional one, especially if there are limitations on viewing angle, contrast, equipment size, and cost. Even so, three-dimensional television has been so heavily portrayed in film and fiction that a significant number of consumers may show interest despite possible shortcomings. On the other hand,
